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]_ook for this seal on all software, and accessories 
for your Nintendo Entertainment System, k repre¬ 
sents Nintendo's commitment to bringing you only 
the highest quality products . Items not carrying 


this seal have nor been approved by 
Nintendo. 



are 



to meet our 


excellence in 







most of all, 


entertainment v 




Thank you for selecting the Nintendo Entertainment System* Super Team 
Games™ P&k. This game requires the Power Pad™ attachment. 


‘PfettSC ffrsd this Instruction booklet to ensure proper handling of your Pew game r ahd thep 
S-ave the booklet for future reference. 


PRECAUTIONS 

1) This is a high precision game. It should not be stored in places that are very 
hot or cold. Never hit or drop it. Do not take it apart, 

2 ) Avoid touching the connectors, do not get them wet or dirty. Doing so may 
damage the game. 

3) Do not dean with benzene, paint thinner, alcohol or other such solvents. 


Note: 

In the interest of product improvement, Nintendo Entertainment System 
specifications and design are subject to change without prior notice. This game 
has been programmed to take advantage of the full screen. Some older model T,V,S 
have rounded screens end may block out a portion of the image. 


©1998 Nintendo of America Inc. 
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SAFETY PRECAUTIONS 


A WARNING A 

Persons with heart, respiratory, hack and joint problems, or high blood pressure or under a 
physician's direction to restrict activity should not use the Power Pad without a physician's 
edivtce. Pregnant women should not use. Serious personal injury can result. 


AcautignA 

*Do not wur shoes! I Keep all sharp objects away from the Power Pad &t all times. 

•Do not use the Power Pad outside or near sources of heat or moisture. 

*Do not use the Power Pad on any soft, thickly padded surface such as a couch or lawn. You 
could stretch or break the internal mechanism as well as cause possible personal injury. 
♦Make sure the Control Deck power is OFF when changing any Game Pak or making a con nection 
from the Rower Pad and connecting it with the power on could damage the Nintendo Enter Lam mem 
System, Do not stand on the Power Pad while make a connection, 

•When unplugging the Power Pad connector from the Control Peck, always hold the connector 

itself not the cord. Do not touch the terminals or wet them with water. Personal injury could result. 
•All users should do Several minutes of warm-up exercises before starting to play games On the 

Power Pad. 

•Select an- area to use the Power Pad where you will cot be in the way of other people or objects 
in case of falls. Do not position tte television set. where you may hit rt if you fall. 

Failure to read and comply with the instructions, including these safety precautions may result 

in personal injury to you and/or damage to the Power Pad. Nintendo of America Inc. assumes 
no responsibility obligation, or liability for injuries sustained due to such failure. 
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1. HOW TO CONNECT AND OPERATE THE POWER PAD 


! Use Side B ot the Power Pad with this Game Pak. Do not use Side A. 


HOWTO CONNECT THE POWER PAD TO YOUR NINTENDO ENTERTAINMENT 
SYSTEM CONTROL DECK. 


To adjust the television screen when connecting the Control Deck to your television, 
carefully read the Control Deck and television instructions. 



. Turn the Control Deck 

Power Switch to OFF. 
Plug the Control Deck 


Controller Connector 
into the Wo.1 socket on 
the front of the Control 
Deck. 



2. Plug the Power Pad 
Connector into the 
Mo,2 socket on the 
front of the Control 

Deck, 



3. Insert the Game Pak 


into the Centre! Deck. 
Open up the Power Pad 
completely, then turn 
on the Power Switch 
on the Control Deck. 
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NAMES OF PARTS 


POWER PAD 



STA RTi' RIJ N Ml MG 

POSITIONS 


BACK-UP POSITIONS 


LEFT 

FOOT 


RIGHT 

FOOT 


WHITE TEAM 
AREA 


LEFT RIGHT 
FOOT FOOT 


RED TEAM 
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2. HOW TO USE THE CONTROLLER 


c j Control Pad 



A hut ion 
B button 


SELECT button 


START button 


SELECT button,, Selects the mode on the Mode display and the event on the Event 

display. Seta the selected letters on the Registration display. Selects 
"REPLAY" snd "END" when the event is over. Selects your opponent 
on the VS display when playing alone. 

START button ... Press to move to the next display. 

c[p Control Pad .. Press to select the letters on the Registration display. 

A button,,,,.Moves the flickering cursor to the right on the display 

8 button Moves the flickering cursor to the left on the display 

PAUSE ..Press the START button to stop the play during an event. 
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3, SELECTING MODES AND EVENTS, AND REGISTERING 
YOUR NAME 

{MODE SELECT DISPLAY) 
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Team Names 

Flickering Cursor 


{REGISTRATION DISPLAY) 
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MODE SELECT DISPLAY 

Use the SFLFCT button to select the mode you want to play in from the modes on the 
display Then press the START button, 

REGISTRATION DISPLAY 

Use the Control Pad to bring the Pencil cursor to the letter or number you want and 
press the SELECT button to register it. 

• In the Tournament mode, first register the number of teams. 

• Move the Flickering cursor using the A or B buttons. 

• To correct mistakes, move the Flickering cursor to the position you want to correct 
using the A or B buttons and input the correct letter. 

• To delate unwanted letters, move the Flickering cursor to the letter you want to delete, 
bring the Pencil cursor to the Blank mark and press the SELECT button. 

If you press the START button without inputting anything, the display will 
move on to the Event display. ® 
















































4. HOW TO PLAY 


(1) 1 PLAYER; 2 PLAYER 



CMIU ■ln«L 




1] Aft^F registering you- 2} T'he VS display will now 


name, press the START 
button. The Event display 
will now appear, Choose 
the event you want to 
play using the SELECT 
button and press the 

START button. 


appear. The name of 
Player 1 will appear in the 
WHITE bo* and the name 
of Player 2 will appear in 
the RED box. If you're 
playing alone, you can 
choose your opponent 
using the SELECT button. 

GLUE. A push over. Shame 
on you if you lose? 

JIMMV; Voi/re bound to win. 

Just stick, to it. 

JACK: Wow! He's so fast. Try 

your luck and sm if you 
can beat him. 


3i Press the START button 
to mo^fi on to the Event 

displey. 
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(2) HOW TO START HOW TO READ THE DISPLAY DATA 


{How to Start) 

l: Stand upright on th* stun positions on the Power Pad. 
On your marks, get set and go at the sound of the 
starter gun, 

2i Player 1 competes in the white lane and Player 2 


Competes in the red fane. 

3) See section 6 in this Instruction Booklet for details 
on how to compete in each event. 
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l 1 -"! 

1 
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(How to Read 
the Display 

Data) 



l's time 
Player 2's time 

Obstacle sections 


Shows your location 

on the course. 


White player 


player 
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(3) 2 TEAM PLAY / TOURNAMENT 

1) After registering your team namev Dress the START 
button. The Event display will now appear. Choose 
the event yen want to play using the SELECT button 
and press the START button. 

21 The tcumament iaddci will appear in the Tournament 
mode. On this ladder the names of the teams will 
appear in the order that you entered them, Ibu cannot 
change this order. Check, the ladder and press the 
START buttoh- 

3) The VS display wii' now appear. When two teams 
are competing,, the name of Player 1 team wall appear 
in the white box and the name of Player 2 team will 

appear in the red box, 

4} In the Tournament mode, 
determine Team positions- 
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on the Power 


Pad 

the 


according to 
colorjredywhitel of the 
teams indicated on the VS 
display. Team colors 
(rod,''white) may change as 
the tournament proceeds. 

51 Press th a START button to 


mov e onto 




display. 



(4) HOW TO START. HOW TO READ THE DISPLAY DATA 


(How to Start) 

1) Everybody must stand upright with both feet in position 
on the Power Pad. On your marks, get set and go at the 
sound of the starter gun, 

2) to 2 Team Play, Player 1 team competes in the while lane 
and Ptayer 2 team competes in the red lent In Tournament 
play, players must compete in the area of the color 
indicated on the VS display. 

3) The start positions on the Power Pad change according 
to the event. See section 6 details. 

■ s ■ :■ «*»_• - r sir ts zb w 

(How to Read the Display Data) 
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Team location 


■ 






Course map 


Team times 


' lilt 


Feam name 































Team names 


Center marker 



Displays which side 
the center of the rope 
i$ going towards- 


Tirna 


(5) HOW TO HAVE A TOURNAMENT 

1) In the Tournament mode, the results and the time are 
displayed ori the VS display at the end of each event. 
Press the START button to check how far the 


Tournament has proceeded. 

2] When the START button is pressed again, the next 
VS display appears. Check how far the Tournament 
has proceeded, press the START button and move 
onto the next Event display 


3) The trophy is presented to the winning team. 




5, PLAYING TIPS 


• Before starting a game, 
warm up with a few 
light stretching and 
jumping exercises. 
Hurrying into strenuous 
exercise is not good for 
ypur health. 





Watch out* 

Excessive exercise 
can he harmful. 

Limit yarn game piay 
to 1 hour a day. 


• If the Power Pad moves 

isc and 

hinders your enjoyment 
of the game, use tape at 
the tour corners to 
secure it so it doesn't 
in ova 


































6. HOW TO COMPETE IN EVENTS 

(Log Hop) 




•Super Obstacle Course 

• Obstacle Course A 

• Relay Race 




a TH H 


ares 


Forward/ 

jump 



This is the basic game play tor most af the events in- the Super Team Games, Hun! Hun! Arid keep 
tin running! When you gel to an obstacle, judge your liming and jump. I he on screen character 

will jump with you m you deer the ofcstads. 


IE 


(Belly Sump Ball) 


• Super Obstacle Course 

• Obstacle Course S 

• Relay Race 





Forward/ 

jump 


Wh i te 


area 



area 


The big ball will roll a long way if you run into it very fast. It might be a good tactic 
to take a step back before running at the ball! 















































tWateT Cross} 


* Super Obstacle Course 

* Obstacle Course A 

* Relay Race 






II 

: r 



Forward/ 


White Red area 

area 


Jump just in -front of the water. If you judge your timing 



, you'll jump over It and 


and on the other side. Even if you land in the water, just keep on running! This will 
get you out of the water, but it really slows you down. 
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(Crab Walk} 


* Super Obstacle Course 

• Obstacle Course B 
•Relay Race 




W'Hite Red ares 
area 



In this event, you walk like a crab and side step your way around the track. This is pretty 
tiring, as you must keep your legs spread wide apart to side step. 













































(Wall Jump) 


• Super Obstacle Course 

• Obstacle Course A 

• Relay Race 




White Red area 
area 


This is just like the Log Hop, except that r in place of the logs, you now have high 
walls to clear. You won't be able to menage this unless you put lots of energy into your 
jump. 



(Bubble Run) 

•Super Obstacle Course 
•Obstacle Course R 
Relay Race 



'L L \i J 



. J. ter' W- Bffl a! rara 1 


— x j. i Jh 


I 















Mil -. 



Pomp 

Forward' 

jump 



White Red area 
area 


As soon as this event begins., pump up the bubble with 
your hands. It r s no easy job running around inside the 
bubble* You'll get the hang of this if you koep your 
balance, 
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White Red area 
area 


p osit ion 

Back foot 
positions 


lr> 

jsr 



Let's take a break from running and enjoy some 
skateboarding. Either jump gf slalom to avoid the 
obstacles. When you slalom you travel faster. But watch 
out! It also becomes moes difficult to clear the obstacles. 
Find just the right speed. 


How to skateboard on tbs Power pad. 






Start 


□ 


Slalom to 
Idtiwn on 

□-e 

mu 


right Slalom CO raft 

screen I (up on sc reen] 


* Always land on the Rower Rad after a jump 









(€ Legged Race) 
Legged Race 


3 Player 
team 


i¥fc 


, \\ 


m 

i 


W h ite 
area 


area 


Each teain is made up of three competitors and they 
have to move forward together. Ef you don't move 
together an a lines, you'll fall over. So form a team with 
others you get along with really well. Even if one of you 
has fallen over., keep on walking. That's the key to 

winning^ 


* 
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rtPrtri tail 


Split up into two teams and as soon 


you hear the 


2- Player 
earn' 

1 -Player 
team 

3 - Player team 


starter 90 n . Go! Go! Go! The team that has run on 

the Power Pad the most wins. Drag the opponents into 
your area- After 30 seconds the position of the ribbon 
shows who^s won. 


White Fled area 


(Tug of War} 
•Tug of War 


area 
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(Relay Race) 
Relay Race 


■ Vi .'58S; 


lw • — 






In! 1 




iim 


r. 


1 








QMMM 


Operating the Power Pad is 
just the $ame as earlier 
events. When th£ 2 nd runner 
appears., the screen will pass 


\ u .3 

11^.* • * 


^ .-u U-Wl I 

! • on the baton for you. During 






V *- 


■Hpfi Ftfil f S’ 

»■ 1 . 










this time, substitute in 
another team member and 

Go! 
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Event List 

, - ■ • * fl^Bl * • ^B 

* Super Obstacle Course 
(Log Hop) -* (Belly Bump Ball) 
-*■ (final spurt) GOAL 




(Water Cross * 


(Crab Walk) 


4Vlfell Jump) 


(Bubble Run) 


Obstacle Course A 
Obstacle Course B 


{log Hop I -* (Water Cross) (Wall Jump) -+ (final spurt) + GOAL 


4 Beil y Bump BaJI) 
GOAL 


(Crab Walk] 


(Bubble Run) 


(final spurt) 


* Skateboard Race 

* 6 Legged Rate 

■ Tug of War 

* Relay Race 1st runner: (Lag Hop) -> (Belly Bump Bull) 

2nd runner: \ Water Cross} r* {Crab Walk) 


Anchor: (Wail Jump) 


Bubble Run) 


24 
































C QMPLIANCE WlTH FCC REGULATIONS 

This equipmsrH generates anti uses radio frequency energy and If net installed and property, 
that is, in striel accordance with me manufacturer’s instructions, may cause interference to radio 
and television reception. II has been type tested and found to comply wifh the limits for a Ctass 
B computing device in accordance with the epecilicalions in Subpart J ol Part 15 of FCC Rules, 
which are designed to provide reasonable protection againsl such interference in a residential 
installation. However, there is no guaranies ihai interference will not occur in a particular installation, 
if this equipment does cause interference to radio or television reception, wnich can be determined 
hy turning the epuipmanl o(f and on. the user is encouraged to try to correct the interference by 
one or more of the following measures: 

—Reorient the receiving antenna 
Relocate the NES with respect to the receiver 
Mow the WES away from the receiver 

Plug the NES into a diflerent outlet so that Control Deck and receiver are on different circuits. 
If necessary, the user should consult the daaier o i an ox parrs need radi c/televison technician for 
addilfona! suggestions. The user may (ind the following booklet prepared by the Federal 

Communications Commission helpful: 

How to Identify and Resolve Radio--TV Interference Probtems. 

This booklet is. available from the U.S. Government Printing Office, Wash ingrtwt, D.C. 20402, Stock 
No. 0M-OD{MJO345-4. 
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SO-L 1 AY LIMITED WARRANTY fUSNTENDn GAME PAKS 


90-CAY LlMITEn WAKftflNTY; 

fcirfvt&ftda '>1 America Inn. |' ’Nintendo 1,1 ) warrants to thy oi%|ifl&3 
WiPUfW purchaser that l?iis ffentenda Game Pafc F'PAK' '!■ ihell 
I*b Isom ilrrh-f: t.i ?. in mniorlal and workmanship fur a pertod 

CiI 30 liBy? ir-nm dntn ol purchase ii! a defect go vw h d by IhiB 
warranty occurs dumg tfnis flQ-d&y Warranty |£inrii>cl. fthn|nndo 
will repair or replace the FAK. Bt it3 opitonj frees ol oharpr. 

To revive tMrt mrreniy *Brvir:fi. 

1. DO ‘NOT return your d^f-ncilve G»vr-n Pat to the retaiwr. 

2 Notify llTO OwflurnB Service Department of the 

piCihil#r>i'i rB-q-uirlAg warranty service by cell’np; 
i-jS00-4ti-2eOi 

Our Cftraiumcr Service OopartmeJiS is in uperalitp'i IrOh* 
£:aC! A.Ml re 6:00 P.M. Pacific T*™, Mm dev ?h*ouah 
Saturday. Please Do Not send your Pek wNinrandb hflSwe 
caftng the Cmsurie^ Service DepenmeilCi 

3. If the Nintendo SfrWse Repi&*^ii'iifriiu* st LxiAblc eu solve: 
3ha problem by phone, you will bn prnv dnd with a Return 
Au*h0*iieiifiB! nurtdWi, SSfNply r k r.urd ihis number on the 
Ovisldft pnckiisinn nf your defective PAK, ard return vuur 
PAK FREIGHT PREPAID AND INSURED FOP LOSS OR 
DAMAGE, Engel hnr with your safes slip or s«r '..ar prti&T-of- 
punohftse w.lhin ihc 90-day warranty periud Kk 

Nintendo Of AthtiriCft Ir'ifc 
NFS Cmsum^r Service t 

TBZO-lWlh AyonuB N"F, 

Redmond. WA 48053 

TftiB vV-dn-Wfly oh*n W Apply If ihn PAK has been damaged by 
nyyli|j??:'ii"»T. arf-irfenz, unreasonable use, 'modification,. tMfopftnng. 
0 -r by OEhcf onuses unrelated to defective muter ibis te* 
workmaratilp. 


FIEPAiP.'SEHVJCF AJFTIER EXPIRATION OF WARRANTY: 

If ih4 PAK dovnlops # problem requiring service after the 9(Hiay 
warranty period.. you may coniact the NinlentSu Consumer 
5e>uic8 Oep-irfmant ait “hR p-henc number noted al left. M the 
Nin Wiiici Sardine fte^rar.ontelivc- is- unable to solve the problem 
by phone, you will be advised of I he a pS ri>^.i rYliiW ■0i>4i Ipf 
Nintendo to repair o ! repfaLe tbs p AK ui-xj wl\ I>h ijivrh * R*n.:fn 
Aothorijatkin nunlbef. 

Tbu may than reel’d i.hiB cujmhfir m The c-jts«de paekaglno ol 
the derKfiue PAK aiid netUfn chn dB4nptlw mnrehandisc. 
FREIGHT PREPAI D AND INJURED FOR LD SS OR DAMAGE, to 
Nfti lend ft. 3fl5 #r*tern a muR*>- nrdR r pafyaale'io Nintendo of 

Airiyrii;.<i lea roi ihfl c:iwi Q.iored iRcpairs may also be- 

ohrtrrjp^fl i>”i a VISA or MASTERCARD credit card.I 

\i griwf pawnnl Inspcciien. lhe Nintendo Service Representative 
rlerermines lhe PAK cannot be repaved, it wif* b# Wturi^Bd 4h<5 
your payment refunded. 

WAftRANTY LIMITATIONS: 

ANY AP^LICA-BLE IMPLIED WARRANTIES, INCLUDING 
WARRANTIES QF MEHCHANlAfilUfY AND FITNESS FOR A 
PARTICULAR PUKPpSfe AM HEREBY LIMITED TO NtNCTY 
DAYS FROM THt DATE OF PURCHASE AND ARE SUBJECT TO 
THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL 
NINTENDO Eh UABLE FOR CONSEQUiNmAL DR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OR ANY EXPRESS 
Gfi IMPLIED WARRANTIES. 

The pravisiDfis of this warranty are valid in. ihe Uniiad StBt44 
anN- Seme stales do rot ulow IrriiCatkmS: &'\ hc?w feng n>j I 

w-e«''.jnlY laetB v* rt^sduB -nn of r.or.Rncunnt-al ar me dental 

i liis ariiVaii limltiitloin and occlusion may no: oaply 
to- yPu- This, wdrranzy give* you spcciftc leqal rights, end you 
moy h^ivc other rights which vary from state to stale. 
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